(From Latin "ludere" -to play). BERLYNE (p. 4) thinks of play as "perceptual and intellectual activities", whereas in this context mainly motor activities are involved. The latter are performed by mammals during the first weeks or months of life and consist of non-functional motor patterns, mainly fight, escape or preying movements, depending on the species.
Although the typical ludic behavior may be recognized even by the untrained observer, no simple definition of play is possible since very little analysis of animal play has been done. To animals, not applicable at all are psychological definitions such as "voluntary activity pursued without ulterior purpose and, on the whole, with enjoyment or expectation of enjoyment" (ENGLISH & ENGLISH, 1958) . BEACH (1945) , who criticizes the inadequacy of existing interpretations, states that "any serviceable definition of play must be based upon a number of predominating characteristica which combine to set it off from non-playful behavior".
In attempts to circumscribe the character of ludic behavior, several authors (INIIELDER, 1955 ; MEYER-HOLZAPFEL, 1956; TEMBROCK, 1958) have given lists of features which, when combined, serve to distinguish play from other activities.
. PROBLEM
The aim of this study is an attempt to probe into the dynamics and causal 1) Supported by NSF Grant No. GB-5593. 2) Acknowledgements: I wish to thank the California Department of Fish and Game for providing the animals and my wife for help and dedication which made this study possible.
connections of ludic behavior by experimental means. The foremost question asked by most investigators is that of the relationship between play and serious behaviors which share identical or similar motor patterns.
Several experimental procedures present themselves for the analysis of the physiological connections between these two categories of behavior:
1. P I a y deprivation :
The animal may be selectively prevented from performing playful actions for hours or days. Experiments of this kind will be reported in this paper. '
2. S e 1 e c t i v e exhaustion of playful action: A behavior pattern occurring spontaneously in play is repeatedly released by the adequate stimulus situation for the same pattern in a serious context. Then the frequency of that pattern in the subsequent play bout is observed. Example: Young male rats which engage frequently in "mockfighting" are driven into a corner and attacked by a stuffed fullgrown male rat. They are forced to defend themselves for a certain period of time. The intensity of play fight after the experiment observed (ML1LLER-SCHWARZE, 1966).
3. The animals may be deprived of general non-ludic locomotion after which the ef fect on play is observed.
G e n e r a I exhaustion :
Ungulates for instance employ mostly locomotor responses in play, such as escape responses. The animals may experimentally be forced to a considerable amount of locomotion in serious contexts, e.g. by distributing small amounts of food over large areas.
Experiments of this type are under way.
MATERIAL AND METHOD Animals.
A male and a female fawn of the blacktailed deer (Odocoileus hemionus columbianus) from the coastal region of California were raised from four and two weeks of age respectively. Although only two individuals were studied, we feel it is desirable to report our findings at this stage, since there is not much variation in play behavior in this species. Our observations on normal general and ludic behavior correspond in all aspects with those reported by LINSDALE & ToMicH (1953) from the wild. This applies to play patterns, daytime, play duration, and play intensity.
Method
The two fawns were raised and kept for the entire study period (10 June, 1966 through 20 November, 1966 in a garden in San Francisco, which was 20 x 8 m in size. The garden belongs to the house, thus enabling us to observe
